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There’s a reason why they tattoo it onto their skin, even though you can’t see it under all that slime, 
or why they cut it into stone however heavy and rare that is up north: try storing a book, any piece 
of paper or parchment in fact, in a wet-walled burrow, in a stack on the floor, with water dripping 
from the earthen ceiling. It'll rot away in a matter of weeks. Faster if the maggots get to it... 
—Moreleth T’selmon on bog gob record-keeping 
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Nota snail, not aman. 

Dances ‘round you in the fen. 
With sticky hand touches your chin. 
Pulls hand back, there goes your skin. 
— Old Wyrm Wood children’s rhyme 


The age of Earthdawn was an era of magic that 
existed thousands of years ago in our world’s dim 
past. Magic touched every aspect of the lives of 
men and women of the Namegiver races: humans, 
elves, dwarfs, orks, trolls, windlings, t’skrang, obsi- 
dimen, and gobs. However, as the levels of magic 
rose, so did the dangers in the world. The rise of 
magic brought the Horrors 

to Earth, creatures from the depths of astral space 
that devoured all life in their path. For four cen- 
turies, the people of Barsaive hid underground 
as the Horrors devastated their lands during the 
dark time that came to be called the Scourge, or 
Seclusion as the gobs call it. Now, the Scourge is 
over, and people have emerged from their sealed 
kaers and citadels. From all across Barsaive, bold 
heroes step forward to champion their land, arm- 
ing themselves with powerful spells and magical 
treasures. Through magic, skill, and daring, Bar- 
saive’s heroes strive to heal the world of the scars 
left by the Scourge, and a new threat that may yet 
appear to the very north: the bog gob kingdoms. 
By doing so, they become Barsaive's living legends. 

The Savage North: Kingdoms of the Bog Gobs 
offers gamemasters and players an in-depth look 
at creatures that have long been an enigma to the 
peoples of Barsaive, as well as the alternative choice 
of playing these very creatures. 

Spoken of to frighten children, and sometimes 
hardy adventurers, the bog gobs have long lived 
in the shadows of more frightening monsters—so 
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deep in the shadow that some sages of the past 
even failed to list them amongst Barsaive’s fear- 
some predators in their dusty tomes of creature 
lore. But now, emerging from a self-imposed time 
of mourning and recovered from the Scourge, the 
bog gobs of the Northern Marshes found unity 
under a new leader, one who claims lineage to the 
gobs’ ancient elders. Unaware of the events not far 
beyond Barsaive’s borders, the peoples of Throal, 
Kratas, Urupa, Travar, or Jerris have no idea what 
awaits. Not even the mighty Therans know, hav- 
ing abandoned any interest in the fens of the north. 
Only the elves of Blood Wood might have an idea 
of what’s in store, but even though their lives are 
long, they are prone to forget—as much out of ar- 
rogance as due to the passing of time. 

This book provides detailed descriptions of the 
bog gobs and their lands, featuring new mate- 
rial for adventures in the world of Earthdawn 
based around the bog gob creatures (Gamenaster’s 
Guide, p. XX), finally solving the mystery Earth- 
dawn fans have waited on for years. 


How To UsE THis Book 

The Savage North: Kingdoms of the Bog Gobs 
is a sourcebook for the Earthdawn game. This 
book provides an in-depth look at the gob king- 
doms situated beyond Barsaive’s northern borders, 
a land less travelled by Barsaivians and Therans 
alike. It introduces the different varieties of bog 
gobs, their culture, history, as well as options on 
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how to use the bog gob threat in your campaign, 
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including the opportunity for players to become 
that very threat and claim revenge on ancient foes. 

Aside from the Player’s and Gamemaster’s 
Guides and Companions, the gamemaster and 
players need no other material to use this prod- 
uct, though gamemasters may find other pub- 
lished Earthdawn products useful; for example, 
more information on the elven cultures of Wyrm 
Wood can be found in the Nations of Barsaive 
Volume V: Blood Wood sourcebook. 

This book begins with a fictional entry introduc- 
ing Moreleth T’selmon, a Throalic t’skrang Trou- 
badour, who serves as the narrator of much of the 
remainder of the book. BY coincidence, Moreleth 
is stranded north of the Scytha mountains and, de- 
lirious from heat, ventures further north instead of 
back home south, entering the fenlands of the bog 
gob kingdoms. Luckily, t’skrang fare much better 
in the marshlands than other non-gob Namegiv- 
ers, so moreleth decides to make this the day to 
enter his Name into the scrolls of history. 

In A Truth About Bog Gobs, Moreleth tells us 
of his journeys, his fist encounters with bog gob 
culture, and his discovery that there is more to 
the gobs than savage man-eating. Buit it is only 
“a” truth, for who knows what really hides behind 
sticky skin and expressionless faces? 

In The History Of The Savage North Moreleth 
collects lore of bog gob history as told to him by 
his newfound friends or uncovered in what little 
written script remains in the marshes, including 
some glimpses into the identities of the so-called 
Ancients, mythical founders of gob society, and 
arch-enemies of the elves of an earlier age. 

For Adventures In the Bogs we bid farewell to 
Moreleth, for now we instruct the gamemaster 
how to set adventures and campaigns in the sav- 
age north, providing several options for the grand 
truth behind the bog gob enigma. 

We complement this information with detailed 
Game Information on bog gob abilities, including 
rules for playing as bog gobs or bog gob Packmas- 


ters, as well as rules for the different environments 
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inhabited by the gobs. 

Chapters on Goods and Services, Creatures, 
and Magical Treasures complete our tour of the 
north in the accustomed fashion, featuring details 
on gob craftsmanship, ecosystem, and their long 
and legendary magical past. Finally, a Character 
Index collects the most important personalities 
from all throughout the gob kingdoms.humani- 
ty has ventured out into the sunlight to reclaim 
the world. Trolls, dwarfs, elves, orks, and humans 
live side by side with exotic races: the lizard-like 
t’skrang, the small, winged windlings, and the 
earthen obsidimen. Creatures both magical and 
mundane dwell once more in the forests and jun- 
gles. Arcane energies offer power to those willing 
to learn the ways of magic. 

Once, long ago, the land grew lush and green. 
Thriving forests sheltered plants and animals, and 
people grew and prospered off the land’s bounty. 
Then the Horrors came, and drowned the world 
in darkness. The world’s flow of magic rose, and at 
its height dread creatures from the darkest depths 
of astral space crossed into our world, leaving suf- 
fering and destruction in their wake. The world’s 
inhabitants named these fell creatures the Hor- 
rors. They laid our world waste in a terrible time 
now known as the Scourge. The lush forests died. 
Bustling towns vanished. Beautiful grasslands and 
majestic mountains became blasted, barren ter- 
rain, home to the Horrors’ twisted mockery of life. 

The Horrors lusted to destroy all life, but they 
did not succeed. Before their coming, the magi- 
cians of the Theran Empire warned the world, 
and the people of the Earth took shelter under 
it. They built fantastic underground cities called 
kaers and citadels; their children and their chil- 
dren’s children grew up within these earthen en- 
claves, never seeing the light of the sun. For four 
hundred years the Horrors roamed the land, de- 
vouring all they touched while the people hid 
in terror, until the slow ebb of the world’s magic 
forced these loathsome creatures to retreat to the 
astral pit that spawned them. The Horrors depart- 


ed before the magicians and wise men had believed 
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they would; the wary people emerged slowly from 
their kaers, facing the world half in hope that the 
Scourge had truly ended and half in fear that the 
Horrors lingered. Though most of the Horrors left 
this world, many remain, inflicting cruel anguish 
and suffering on other living creatures. As human- 
ity struggles to remake the shattered world, they 
must combat the remaining Horrors who seek to 
prolong the destruction and despair of the Scourge. 

Now heroes travel the land, rediscovering its 
lost legends and exploring its changed face. For 
the world has changed, almost beyond recogni- 
tion. Many people died during the Scourge; the 
Horrors breached some kaers and citadels and 
destroyed their inhabitants. Other kaers remain 
sealed, from unknowable disaster or simple fear; 
their contents await discovery by bold explorers. 
Should they find any folk still living within, these 
brave adventurers may lead such fear-darkened 
souls out to live again in the light. 

The dwarven kingdom of Throal lies at the cen- 
ter of the province of Barsaive, the largest inhab- 
ited province in the known world. The dwarfs 
seek to unite Barsaive’s far-flung cities and peo- 
ple under one crown and one banner, the better 
to repel the advances of the Theran Empire that 
ruled Barsaive before the Scourge. The Therans 
returned to the province shortly after the Scourge 
ended, seeking to bend it again to their yoke, but 


the people of Barsaive rejected the Therans’ iron 


rule and rallied behind the dwarfs of Throal. Beaten 
for the moment, the Therans gather strength and 
wait to strike again. As Barsaive’s heroes search for 
lost treasures and battle fantastic creatures, they 
must also fight the Therans, who plot to rob Bar- 
saive of its newfound freedom and make its peo- 
ple pawns of their vast Empire. 

In the Age of Legend, heroes band together to 
fight the Horrors and reclaim the wounded world 
for those born in it. As they explore the altered 
land, searching for legendary cities and treasures, 
they become the legends that will light the coming 
days. As with those who went before them, tales of 
their deeds will live forever in men’s hearts. From 
many paths, the heroes come to join in common 
cause. Those who seek honor and glory come from 
many backgrounds, and battle evil to redeem the 
world with a multitude of gifts. These bands of 
heroes follow the Adept’s Way and may include 
an Illusionist, a spellcaster who combines decep- 
tion and reality to confuse those around him; a 
Swordmaster, one trained in the art of fighting 
with bladed weapons; or a Beastmaster, able to 
train and command the beasts of the earth and 
sky. The world holds countless heroes, but all 
share one trait: a willingness to fight to reclaim 
the world from that which threatens it. Through 
noble deeds and sacrifice, the heroes of the world 
will forge its future. 


